Research area: culture studies. In the applied and practical sense the game culture of festival is a creative, theatrical and project activity to create various celebratory game forms on the basis of game technology.
The game is a form of activity in conventional situations, aimed at the reconstruction and adoption of social experience, embodied in socially established methods of making an object action, in the subjects of science and culture.
In the game, as a specific historically arisen kind of social practice, the norms of human life and activity are reproduced, and following these norms ensures cognition and adoption of the subject and the social reality, as well as -activity that has imitational character; -activity, detached from the "everyday" life by the place of action -acting area and duration.
The game is not "everyday" life and life as such.
It is rather a way out of the framework of this life into a temporary sphere of activity that has its own orientation. It is "played out" within the certain framework of space and time. There is unconditional order within the game space;
-the availability of a minimum game situation.
The game only superficially seems carefree and easy. In fact, it imperiously demands the player to give it the most of his/her energy, intelligence, endurance and self-sufficiency. The There is a classification of games that develop intelligence and cognitive activity. Using all the five types of play activities in his work the teacher has a huge arsenal of the ways to organize educational and cognitive activity of students.
1) The object games as the manipulation with toys and objects. Through toys and objects children learn the shape, color, size, material, the world of animals, the world of people, etc.
2) Creative games and socio-dramatic plays where the plot is a form of intellectual activity.
3) Games with the already established rules that are usually called didactic games. 
